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A Special Message from CAPCOM ENTERTAINMENT 


Thank you for selecting STREET FIGHTER ALPHA 2, CAPCOM's hit arcade 
game for the Sega Saturn. CAPCOM ENTERTAINMENT is proud to bring 
you this thrilling new addition to your video game library. 


• The Sega Saturn disc is intended for use exclusively with the Sega Saturn™ System 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional recess during extended play, to rest yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by the edges and keep it in its case when 
not in use. Clean with a lint-free, soft dry cloth-wiping in straight lines from center to edge. Never use 
solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL PICTURES OR IMAGES MAY CAUSE PI It 
MANENT PICTURE-TUBE DAMAGE OR MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OR 
EXTENDED USE OF VIDEO GAMES ON LARGE-SCREEN PROJECTION TELEVISIONS. 


This product has been rated by the Entertainment Software Rating Board. For information about the I SRB ml 
ing, or to comment about the appropriateness of the rating, please contact the ESRB at 1-800-771 -VI','. 

WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games may induce an epileptic seizure in these individuals. Certain conditions muy 
induce previously undetected epileptic symptoms even in persons who have no history of prior siil/mim 
or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior In 
playing. If you experience any of the following symptoms while playing a videogame - dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, in 
convulsions - IMMEDIATELY discontinue use and consult your physician before resuming play. 


CAPCOM HINT LINE AND GAME COUNSELING 

Hints are available: 1 -900-680-CLUE (1-900-680-2583) 

$.79 per minute for 24-hr. pre-recorded information $.99 per minute for live Game Counselor asrilsluncii 
Must be 18 years or older, or have parental permission. From Canada: 1-900-677-2272 ($1.25 per minute). Game 
Counselors available Monday-Friday 8:30a.m. -5:00p.m. Pacific Standard Time. This hint line supports games produced bv 
CAPCOM ENTERTAINMENT, INC. only. No hints will be given on our Consumer Service line. You must have a tOUOlMnilii 
phone to use this service. 

CAPCOM ON-LINE 

http:Wwww.capcom.com or CompuServe: 76702.2710@compuserve.com 
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Sft Up 


Set up your Saturn game console according to the instruc- 
tions in its Instruction Manual. Make sure the power is off 
before inserting or removing a 
compact disc. Insert the STREET 
FIGHTER ALPHA 2 disc and 
close the CD door. Insert game 
controllers and turn on the Saturn 
game console. Follow the on- 
screen instructions to start a 
game. 





BASIC STREET FIGHTER RULES 


*Each match lasts 99 seconds. 

*If time runs out before there is a KO victory, the fighter 
with the most energy remaining wins. 

*In a 3-round match, you must win 2 of the 3 rounds to 
be the victor. In a 5-round match, win 3. 

*DRAW games on the 3rd or 5th round will be extended 
by an extra round. If another draw occurs, the 
game ends without a victor. 
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Basic Controls 



BUTTON FUNCTION 

START BUTTON STARTS GAME 

PAUSES GAME 

JOINS IN FOR SECOND PLAYER 
A,B or C BUTTON OPENS OPTION SCREEN DURING PAUSE 


A or C BUTTON SELECT MENU ITEM 


B BUTTON CANCELS SELECTION 

DIRECTI0NA1 BUTTON SELECTS GAME MODE 

CHANGES SETTINGS (See Option Mode) 
MOVES CHARACTER 


JUMP 

BACKWARD JUMP A FORWARD JUMP 


BACK DEFENSE -4 


DEFENSIVE CROUCH 



7 OFFENSIVE CROUCH 
CRUUCH 


BUTTON 

X BUTTON 
Y BUTTON 
Z BUTTON 
A BUTTON 
B BUTTON 
C BUTTON 
L BUTTON 


Important Note: The diagram shows the 
Directional Button positions for a player 
facing the right. The controls are reversed 
when facing the left. 


R BUTTON 


FUNCTION 
LIGHT PUNCH 
MEDIUM PUNCH 
HARD PUNCH 
LIGHT KICK 
MEDIUM KICK 
HARD KICK 
3 PUNCH BUTTONS 
SIMULTANEOUSLY 
(See Super Combos) 

3 KICK BUTTONS 
SIMULTANEOUSLY 
(See Super Combos) 



3 







Came Moires 

There are 3 modes of play and 2 setup modes for 
Street Fighter Alpha 2. After a battle, the win/loss 
screen appears. At the continue screen, press the 
START button before the 
time reaches zero in order 
to continue. To bypass the 
continue screen and end the 
game, press any button 
other than the START but- 
ton. (Note: Turning SHORT- 
CUT to "on" in the 
OPTION MODE bypasses the MODE SELECT screen. 
See page for more) 

To adjust your button configuration during gameplay, 

A, B, or C button to pause the 
Len press the SELECT button. 
Select CONFIGURATION from 
the menu to adjust your buttons, 
CONTINUE to return to the 
game or QUIT to return to the 
character select screen. When 
configuring your buttons, use the Directional Button 
to highlight the function, then press the button you 
want to perform that function. 

SURVIVAL MODE 

This one-player game tests just how good a street fighter you really are. 
Select a character and fight through as many opponents as you can with 
a single vitality meter (it does not reset following each match). Each 
match is single-round and the Super Combo meter remains at the same 
level following each match (it does not reset). 

Once your vitality meter reaches zero, the game is over. You cannot con- 
tinue, a second player cannot join in and Auto mode is not available. 



MODE 

** 

VERSUS 

TmiMHG MOOH 
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Arcade/Versus Mode 

ARCADE MODE 

This mode is the popular arcade mode, where you select a 
Street Fighter character and fight your way through 8 other 
computer-controlled opponents. It is a one-player game, but a 
second player can join in at any time. Press the START button 
on the opposite controller to join in. The character select 
screen will appear. 

From the title screen, press A, B, or C to see the MODE 
SELECT menu. Use the Directional Button to highlight this 
mode, then press the START button to select it. You will then 
see the character select screen. Use the Directional Button to 
highlight a character. 

MANUAL- You must perform all blocking functions, and 
Super Combos must be performed using the full instructions 
outlined in ALPF1A WARRIORS (see page 10-27). 

AUTO- Auto mode offers 2 features for players: 

Simple Command-You can execute Super Combos by simply 
pressing 2 buttonssimultaneously. Press Light Punch and Light 
Kick simultaneously for Super Combo #1. Press Medium Punch 
and Medium Kick for Super Combo #2, andpress Hard Punch 
and Hard Kick for Super Combo #3. If your character has only 2 
Super Combos, #2 is executed even if you enter the command for 
#3. Only Level 1 Super Combos are available in AUTO mode. 
Auto Guard- Your character will block automatically unless 
you are attacking. The number of available auto guards is unlim 
ited. Remember that your character will take damage 
when blocking in this mode. 

Note: Your opponent can block Super Combos in the air while you are 
in AUTO mode. 

V.S. MODE 

V.S. MODE is the classic 2-player contest. Use the Directional 
Button to highlight this from the MODE SELECT screen and 
press A, B, or C to select it. You will then be presented with 
the character select screen. Select character, color, game speed 
and MANUAL/AUTO in the same manner as the ARCADE 
mode. 
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Training Mode 
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TRAINING MODE 

This mode allows you to study and practice spe- 
cial moves. Super Combos and Custom Combos. 

Your opponent will not block for the first hit, but 
will block for the following hit. Therefore you can I 
easily determine if you can execute the combo 
successfully. After a certain amount of time, the 
opponent will not block your attack. The Super 
Combo bevel Gauge is fully charged, up to Level 3, and will be consumed 
as you execute Super Combos and Custom Combos. It will re-charge after 
a certain amount of time. 

At first, select your character and your opponent character. The Training 
Main Menu will then appear. You will see the following options. Use the 
Directional Button to highlight the option, and press START to select it: 


NORMAL MODE: 


RECORDING MODE: 


REPLAY: 

CHARACTER CHANGE: 
ACTION: 



SPEED: 

GAUGE: 


No Time Limits 

Opponent's vitality does not decrease when Hit 
No combo replays 
Time Limits applied 
Opponent's vitality decreases when hit 
If opponent is KO'd, time runs out or combo is 
successful, a window will appear where you can 
choose to replay the combo or continue practice 
Replay your training fight 
Change your character and your 
opponent character 

You can choose opponent's action from 
following 3 options: 

STAND-Character always stands 
CROUCH-Character always crouches 
JUMP-Character repeatedly jumps 
Select from 3 speeds 
Changes amount of charged Super Combo meter 



If you press START button during practice, you pause gameplay and a window appears with the following options: 

CONTINUE: Returns to practice 

KEY CONFIG: Allows you to configure your control buttons 

MENU: Returns to Main Menu 

QUIT: Quits Training Mode 
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Option Modi 


To adjust the options in your game, from the Street Fighter Alpha 2 MODE 
SELECT screen, use the Directional Button to highlight OPTION and press 
the A, B, or C button. ITien use the Directional Button to highlight an option. 
To return to the MODE SELECT screen, press START. 

DIFFICULTY -There are 8 levels of difficulty available for ARCADE MODE. 
Adjust the number of stars for tire difficulty from 1-8 (Low to High). 

TIME LIMIT-You can set tire time limit for the rormd. 

ROUNDS- You can adjust the number of rounds per match. 

DAMAGE-The level of damage can be changed from 1 to 4. This determines 
how much damage you inflict and how much damage you receive. 

TURBO- You can adjust the game speed here 
between 8 levels of TURBO. Adjust tire number 
of stars for the level you want. The more stars 
that are outlined, tire faster tire level of TURBO 
you will select. 

SHORTCUT-Set this to "on" and you can 
bypass the MODE SELECT screen in ARCADE 
MODE and jump right to the character 
select screen. 

PLAYER- You can switch each player between 
Human and COM (computer) in VS. MODE only. 

SCREEN- This changes the width of the game screen. Choose between SAT- 
URN and ARCADE. Depending on your TV, the entire screen may not 
appear while set in ARCADE mode. 

SOUND-Adjust the sound on your game for stereo or monaural somrd, 
depending on the capabilities of your sound system. Background Music 
(BGM) switches the music between Remix and Original. 

KEY CONFIGURATTON-You can choose any button for your punch/kick 
function. 


OPTION 

MQPtf 

Dlff JCULTY 

TU1E UNIT 

**** 

99 

PUYE$ LH* 

ROUNDS 

n 

screen kcmt 

DdflM 


SOW STEREO 

TURPO 

.*,*** 

ESN TEST 00 

SHORTCUT 

Off 

KEY CONflS. 

| PRESS START 

TO EXIT 


BACKUP 

This allows you to load or save high score data and options settings. 
From the MODE SELECT screen, highlight BACKUP and press 
START, A, B, or C. Select SAVE DATA or LOAD DATA and press 
START, A, B, or C. Your Saturn will automatically SAVE or LOAD 
the data. 

ILLUSTRATIONS 

Now you can view the complete art gallery from the Street Fighter 
Alpha series! Highlight this from the MODE SELECT screen and press 
START, A, B, or C. You will see the first picture in the series of 100 
pieces of hand-drawn art used in Street Fighter Alpha and Street 
Fighter Alpha 2. Use the Directional Button to change the number in 
the lower left corner of the screen, then press START, A, B, or C to load 
the piece of art. To return to the MODE SELECT screen, press START 
until EXIT appears. Highlight EXIT and press START A, B, or C. 
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Central Moves 

BLOCK/ AIR BLOCK: Press Directional Button away from 
opponent. You can even block in mid-air. 

GRAB/THROW: Press Directional Button toward opponent, 
then press either Medium or Hard Punch or Kick button. 
Some characters may be able to execute a grab or throw 
move automatically. 

DEFENSIVE FALL: Use the above throw command to 
reduce damage from throws where your character safely 
falls to the ground. 

RECOVERY/ESCAPE: You can recover from dizziness more 
quickly by pressing back and forth on the control pad and 
by pressing the attack buttons rapidly. You can escape grab 
moves in this manner as well. 

TAUNT: Once per round you can taunt your opponent by 
pressing L and R together. 

ALPHA COUNTER: When you block your opponent's 
attack, press the Directional Buttons i, in a smooth 
motion, then press a punch or kick button. This will perform 
an Alpha Counter attack, which is a quick counter move 
against your vulnerable opponent. Each character has 2 dif- 
ferent Alpha Counters depending on which button you 
press. Alpha Counters consume 1 level on your Super 
Combo gauge. 

AVOID BEING FLOORED: When you are hit by a knock- 
down move (Dragon Punch, Leg Throw, etc.) press the 
Directional Buttons 4 in a smooth motion, then press 
any punch button. Your character will roll forward and 
avoid being floored by your opponent's move. 
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Special Moves 



Street Fighter Alpha 2 offers many other great features. Here is a 
description of each: 

SUPER COMBO LEVEL GAUGE- Each time you execute normal and 
special moves, your Super Combo Gauge will build up. Your level will 
increase when the gauge reaches certain points, then you will be able to per- 
form Super Combos, Custom Combos and Alpha Counter moves. 

When performing Super Combos, the amount of damage 
inflicted by a successful combo can be controlled depending 
on the buttons pressed. With the Super Combo Level Gauge 
at full power (Level 3) you can perform the Super Combo 
using 1, 2 or 3 attack buttons simultaneously to increase or decrease the 
number of hits inflicted. The more buttons you press simultaneously, the 
more damage will be inflicted but more power will be consumed from your 
gauge. 

CUSTOM COMBOS- Street Fighter Alpha 2 gives you more ways 
to play! Create your own rapid-fire assault of multi-combinations 
that will pulverize your opponent. When your Super Combo Level 
Gauge reaches Level 1 or above, you're ready to do a Custom 
Combo. Here's what to do: 

Press: 2P + AK or 2K + AP 

This activates the Custom Combo system. You will see your character 
explode into a Custom Combo. Above the Super Combo Level Gauge will 
be the Custom Combo Timer. You only have a certain amount of time to cre- 
ate the Combo. Once the Timer reaches zero, the Combo will end. 

While in the Combo, execute any punch, kick or special move to make up 
your multi-hit combination. Super Combo moves are not available in 
Custom Combos. 



The Alpha Warriors 

The following is a description of each character and a short list of moves 
beyond the basic punches and kicks. The moves are described in this manner: 

The directions you need to press the Directional Button 
to perform the move are described first (moves must be 
done in a smooth, quick motion). Following the move 
,is the list of Punch or Kick buttons you must press. 



AP - Any Punch button 
AK - Any Kick button 
LP- Light Punch button 
MP- Medium Punch button 
HP- Hard Punch button 
LK- Light Kick button 


MK- Medium Kick button 

HK- Hard Kick button 

2P- Any 2 Punch buttons simultaneously 

3P- All 3 Punch buttons simultaneously 

2K- Any 2 Kick buttons simultaneously 

3K- All 3 Kick buttons simultaneously 


Note: The diagrams show the Directional Button motions for a character facing right. The controls are reversed when facing left. 
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Rising Jaguar 

4< ^ + AK 


Jaguar Kick 

ak 


Jaguar Elbow 

-»+ MP 


Jaguar Tooth 

4- ^»-*+ AK 


4| Drawing the speed and cunning of the majestic jaguar, Aden's 
flashy style of battle has been known to mesmerize victims. A 
master of the art of Muay Thai, Aden trained with Sagat but 
they quickly became enemies and rivals. When Sagat 
was defeated by Ryu, Adon believed Sagat had dis- 
graced his discipline. Adon now seeks Sagat to 
become the Muay Thai leader once and for all. 
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Go-Shoryuken 

AP 


Red Hadoken 

-**4 AP. 


Teleport 

+ JP 


Forward Roll 


i kf «-+ AP 


Messatsu-go-shoryu 

4- ^i-*4 ^ + AP 


|j Warnings from his master were not enough. He 
believed his ancestors to be fools for sealing the move. 
So what if the technique could kill the person who exe- 
cuted it? The true warrior will do every thing he 
f iflJ^Qcan to win. And Akurna did. By releasing the 
Raging Demon, he sealed his evil destiny 
' and destroyed his own master. 


Birdie 




Bull Revenger 

4^-»4,nj+ AP 


^Influenced by life in the back streets of * 

many European cities, Birdie has become 
familiar with the workings of Shadowloo gHKH 

as a bouncer in many punk dubs. He yearns for 
a part of the action, and using his strength and style to avoid 
the law. Birdie knows he must fight Iris way into the infa- 
mous crime organization. 
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A member of a secret elite military team, Charlie co- 
piloted a special mission into Thailand along 
with his long-time friend Guile. The mis- 
sion backfired, and Charlie and Guile 
were captured. After escaping the jungle 
prison, Charlie now seeks the force behind 
the unrest in Thailand. 


Flash Kick 

Hold 4/ 2 sec. 
tIien t +AK 


Back Fist 

-»+ HP 


Sonic Boom 

Hold ^ 2 sec. 
tIien ~ ^ +AP 


Top Kick 

->+ MK 


Sonic Barrage 

Hold 2 sec 
tIien — * +AP 


Hsl 
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Spinning Air Kick 

Hold 4* 2 sec. 

ThEN _t_+AK 

Fireball 

<-iS +AP 

Lightning Kick 

AK Rapidly 


Axe Kick 

->* 4, *<-+ AK 



Hazan-tensho-kyaku 


Hold ti? 2 sec. 

ThEN 'XW +AK 



Secretly pursuing the movements of Shadowloo, 
the international smuggling operation, 

Chun-Li fights bravely, unmindful of per- 
sonal danger. The memory of her father 
burns brightly in her life. 
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Gadouken 

4< Vi-» + AP 


Dan-ku-kyaku 

4^<-+ AK 


Shinku-gadouken 

4,^=* 4/*^+ AP 


Ko-ryu-ken 

4- + AP 


Roll Taunt 

4^-^+ (L+R) 


ijjDan has suffered from the same dream for 10 years since his 
father perished at the feet of Sagat. A fighter of his own style, Dan 
has trained vehemently to avenge his father's death. He rises to 
. his feet, filled with incredible power. He unloads his most 
potent attack, exploding his training sandbag into chunks 
of leather and sprays of sand. Dan raises his fist, pro- 
claiming his fear is anger and anxiety is hatred. He fears Sagat 
no more. 
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Yoga Blast 

-*^4 AK 


Yoga Teleport 
^ + AP 
Yoga Flame 


Yoga Fire 

4/ ^i-^+ 

Yoga Strike 

4^->4^ + AK 


f 

* 

OBm 


3 The Indian monk Dhalsim fights for his people who suffer 
from famine and disease. He is a Yoga master who drifts 
through life and does not try to change his fate. He has 
sought to unify his mind, body and soul through the 
discipline of Yoga. As he nears his goal, Dhalsim 
must test himself and his skills before he can rise 
to a higher state of consciousness. 





IjfEven now in the darkside of Hong Kong society it is believed 
that those who defeat their opponent with bare hands are the 
only true assasins. This belief has made Gen legendary, 
although he still lives. So day and night youths seek 
Gen for a chance at fame. He shrugs them off in dis- 
gust. Gen seeks only true warriors, and does not fear the 
fight. 


Tip 

Press 3P for So-ryu Style. 
Press 3K for Ki-ryu Style. 


Geki-ro (So-ryu) 
-*4^ + AK 
Hyaku-ren-ko (So--ryu) 

AP RApidly 


Jya-sen (Ki-ryu) 

Hold 2 sec. 
tNen +AP 


Ouga (Ki-ryu) 

Hold 4^ 2 sec. 
tIien t +AK 
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Gen 



An* 



Dashing Crescen 

4^~>+ HK + K 


Bushin-hassou-ken 

4> ^i+ AP 


I Whirlwind Kick 

4 / ^ <r+ AK 


Hou-zan-to 

4> v£ <-+ AP 


Ail 

E 

■ m ' 

s c 


U 0 


p m 
e b 
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^ Guy's command of ninjitsu fuels his belief that he is 
a descendant of a ninja. An intelligent fighter, Guy bal- 
ances street smarts with the ninjitsu tradition to create 
a unique combination of strength and calculation. 
Instrumental in the downfall of the Mad Gear 
crime ring, Guy trounces evil anywhere it 
lurks. 



H A disciple of the Shotokan school of karate, 
past training partner of Ryu, Ken has an amaz- 
ing fighting spirit but an even larger ego. 
Convinced he is the best fighter, and can defeat 
anyone, Ken seeks a confrontation with his 
long-time rival. 


Dragon Punch 

4/ + AP 


Hurricane Kick 

4 AK 


Fireball 

4/ AP 


Roll 

4/i^«-+ AP 


Shadow Dragon 

4/^-»sk^+ AP 
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Bison 





Psycho Crusher 

Hold 2 sec. 
tIien - ^ — > API 


Head Press 

Hold 'l' 2 sec. 

tIien t +AK 


Psycho Shot 

Hold 2 SEC. 

rkEN +AP 

Double Knee Press 

Hold 2 sec. St 

tIien +AK * s 


Bison Warp 

^i+ JP 


iison worked hard to enhance his Psycho Power. Many, many battles 
ensued in his laboratory as Bison drew from the power of the fight. But 
his lab rats were only cowards for hatred wields more power 
than fear. Bison craves true warriors. He hears of a warrior 
named Ryu who defeated Sagat in Thailand. Suddenly 
Bison's body glows into a blue flash in anticipation of 
confronting Ryu. Psycho Crusher! 
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s Stinger 

p 

E -* 4 / ^i+ AK + K 


J Mekon Delta Escape 

A 4 * ^ <■+ AK + 14 


Patriot Circle 

■4 ^i-»+ AP 


Mekon Delta Air Raid 

4 ^ *~+ AP + P 


Mine Sweeper 

4- j^ 4-4 i^^-+AP 


||An insane warrior that never turns away from a battle. A comman- 
do in the Vietnam War, the strict Rolento now controls his own army 
of soldiers. He keeps them in line because he once hung a soldier with 
metal cable during a training session just to make a point. He was 

preaching that a good soldier must be able to survive at 
all times, even if captured by the enemy. Rolento then 
proceeded to demonstrate on one of his own soldiers. 
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Soul Reflect 

"l* * *-+ AP 


Aura Soul Throw 

>1/ ^»-»4/ ^i+ A!? 


QA student of the Shotokan school of karate, Ryu has 
devoted his entire life to perfecting the true way of the 
warrior through mastery of the fireball. It is this 
devotion that makes Ryu the eternal enemy of i 1 
Sagat. Now Ryu must stand tall against revital- >_* 
ized rivals. I * 


s 

p 

E 

Dragon Punch 

~> 4/ N + AP 

i 

C 

f ■, 

Hurricane Kick 

1 

% ... ~ A""' 1 

A 

**«-+ AK 

-Sv,'. 

L 

Fireball ' ' 

M 

4^-»+AP 

isXi a 

0 

V 

E 

Overhead Smash 

->+ MP f k. 

S G 

U 8 

Sfiiiiku-hadokeu m a > 

P 111 


s b 

i APjr% 

r a 
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itRose's inner strength guides her in battle. 
Constantly searching for the right balance of action 
and reaction. Rose portrays an intuition 
that borders on telepathy. She calls to her 
soul, and believes the heavens will pun- 
ish whomever wields the mystic power 
without good intentions. 
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Tiger Uppercut 

-*4' ^»+ AP 

. 

Ground TigerSliot 
4ii^ + AK ■>. 

Tiger Knee 

4^ ^ + AK 


Tiger Shot 

4* ^i-»+ AP 

'jh 

s c 

u 0 

p m 

Tiger Genocide : 

J j| 

e b 

4^<-4^+AK 


r o 




^Feared throughout his homeland and 
beyond, Sagat reigned supreme until his nar- 
row defeat at Ryu's hands. Humiliated and 
honorless, Sagat vows revenge and any cost. 
The tenacious tiger now stands on a new * t 
battlefield! 
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Sakura has an unusual interest in 
school girls don't walk down the street looking to 

with anyone older than she. Her friends worry 
about Sakura's interest in street fighting, and try to 
steer her away. But ever since her run-in with 3 col- 
lege men she has sought the street fighter she 
has seen many times. 


Hadoken 

4> 'x->+ AP 


Shun-pu-Kyaku 

AK 


Flower Kick 

->+ MK 


Shinku-hadoken 


Sho-oken 

-»4^ + AP 
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I® Any pro wrestler cowers before his piledriver, 
but Zangief knows it needs improvement to 
meet his standards. A sudden storm strikes and he 
caught in the vaccuum of a tremendous cyclone. It tosses 
Zangief around and sends him spinning back down to earth 
headfirst. He drops to the ground with a great thud. A few 
seconds later, great laughter breaks out across the mountains 
and rivers. Zangief has found his inspiration. 


Aerial Russian Slam 

4- *-*4,*+ AK 


Spinning Piledriver 

760 dEqREE MOTioN 
ThEN AP 


Double Lariat 

7P OR 7K 


Flying Power Bomb 

760 dEqREE MOTioN 
TlfEN AK 

Banishing Fist 

4 ^» + AP 
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Butsu-metsu Buster 

760 dEqREE MOTioN 
ThEN AP 


Shira-ha Catch 

-»4* + AK 


Jigoku Scrape 

4/ ^ + AP 


Daikyo Burning 

760 dEqREE MOTION 
ThEN AK 


Pummeler 

4*^4^+ 


^ Sodom considers himself a student of Japan and 
its culture. But as an American living in 
America, he has had trouble perfect- 
ing the art. A former henchman for 
the Mad Gear Gang, Sodom aims 
to revive the crime ring and is 
consumed with revenge for Guy. 
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RVRILRBLE FROM CRPCOI 

... T-Shirts ... Strategy Guides... And More. 



Street Fighter. 

Alpha 2 back of t 


! esi dent Evil' 
Back of T 


^STAR Gladiator 




Buster Bros. 

Front of T 




T-Shirts 

Resident Evil 
Street Fighter Alpha 

□ Buster Bros. 

Street Fighter Alpha 2 

□ Marvel Super Heroes 
in War of the Gems 

□ Star Gladiator 

Strategy Guides 

□ Street Fighter Alpha 2 
C Resident Evil 

□ Breath of Fire 2 
J Darkstalkers 

□ Night Warriors 


And More. , 


□ 'Leather Backpack 

CAPCOM LOGO ON FLAP) 


SEND CHECK OR MONEY ORDER TO: ; 

CAPCOM Entertainment. Inc. 

475 Oakmead Parkway Sunnyvale, 
CA 94086 


VISIT OUR WEBSITE FOR 
MORE MERCHANDISE 

http://WWW.CAPCOM.COM 

or Call 408 . 774 . 0400 with 
' Questions or To Order By 
Credit Card 


Apt. # 


Mr ion OF PAYMENT : U ClIFCK _) MONEY ORDER □ MftSltKCARD fl VISA 


* Prices Include Shipping/Handling. U.S. Funds Only. CA residents 
add 7.25% sales tax. Allow 4-6 Weeks For Delivery. While supplies last 


THIS OFFER NOT SPONSORED BY SEGA 


90-Day Limited Warranty 

CAPCOM ENTERTAINMENT, INC. (“CAPCOM”) warrants to the original consumer that this Saturn CD-ROM 
(“CD-ROM") from CAPCOM shall be free from defects in material and workmanship for a period of 90 
days from date of purchase. If a defect covered by this warranty occurs during this 90-day warranty peri- 
od, CAPCOM will replace the CD-ROM free of charge. 

In receive this warranty service: 

1 , Notify the CAPCOM Consumer Service Department of the problem requiring warranty service by call- 
ing (408) 7/4-0400. Our Consumer Service Department is in operation from 8:30 a.m. to 5:00 p.m. Pacific 
lime, Monday through Friday. 

? II the CAPCOM service technician is unable to solve the problem by phone, he/she will provide you 
wild a Return Merchandise Authorization number. Simply record this number on the outside ot your ship- 
ping package, and return the entire CD-ROM freight prepaid at your own risk of damage or delivery. We 
mcommend sending your CD-ROM certified mail. Please include your sales slip or similar proof-of-pur- 
chase within the 90-day warranty period to: 

CAPCOM 

Consumer Service Department 
4/5 Oakmoad Parkway 
Sunnyvale, CA 94086 


I It, w.iiijiily iilmll mil ;i|i|ily II the CD-ROM has been damaged by negligence, accident, unreasonable use, modification, tampering or by other causes 
uiimllilittl to Ibn dlloctlvt materials or workmanship. 

REPAIRS AUER EXPIRATION OF WARRANTY: 

II Urn Cl l ROM develops a problem after the 90-day warranty period, you may contact the CAPCOM Consumer Service 
Doiuiitiiieiil at the phone number noted previously. If the CAPCOM service technician is unable to solve the problem 
by phono, bo/she may provide you with a Return Merchandise Authorization number. You may then record this num- 
boi mi llio outside of your shipping package and return the defective CD-ROM freight prepaid at your own risk of dam- 
.i(lii in delivery to CAPCOM, enclosing a check or money for $20.00 (U.S. funds only) payable to CAPCOM. We recom- 
mend sending your CD-ROM certified mail. CAPCOM will replace the CD-ROM, subject to the conditions above. If 
replacement CD-ROMs are not available, the defective product will be returned to you and the $20.00 payment refund- 
ed, 


WARRANTY LIMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE 
SIIBJI CT 10 THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL CAPCOM BE LIABLE FOR CONSEQUEN- 
IIAI OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

I lie provisions of this warranty are valid in the United States and Canada only. Some states and provinces do not 
allow limitations on bow long an implied warranty lasts or exclusions ot consequential or incidental damages, so the 
above limitations and exclusions may not apply to you. This warranty gives you specific legal rights, and you may 
Iiiivii other rights which vary from state to state or province to province. 





